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STORY 


One day, while wandering around, Sonic caught a glimpse of something on Emerald Beach 
What he saw upon reaching the Beach was a battered robot. Although he tried to communi¬ 
cate with it, there was barely a response. 

Then he hit upon the idea; "I know who can fix this robot - Tails!" However, soon after, 
Shadow appeared wanting the robot. 

"So you already have it. Give me the robot, Sonic" said Shadow. 

“What if I say no?" Sonic responded. 

It seems another storm is starting to brew. 






EMERL ) 

Emerl is capable of strengthening himself 
by acquiring his opponent's moves. 

Collect as many moves as possible and 
customise Emerl’s fighting skills! 

( SONIC THE HEDGEHOG 

Sonic is a hedgehog who runs at superson¬ 
ic speed. Check out his excellent balance of 
attack, defense moves and ability to run at 
super-sonic speeds. Knock-out opponents 
using a snappy dance-inspired move! 


MILES "TAILS'' PROWER ) 

“Tails" has invented a number of unique com¬ 
bined moves. Create a variety of combos with 
his consecutive attacks and inventions. 
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CHARACTERS 




[ KNUCKLES THE ECHIDNA 

Knuckles is an enthusiastic fighter who can 
knock down his opponents with only a single 
hit. Keep punching opponents to defeat 
them quickly! 

AMY ROSE ) 



Amy is a cheerful and energetic girl who 
attacks opponents with her Piko Piko 
Hammer. You may win a battle simply by 
swinging it around. 

[ SHADOW THE HEDGEHOG 

Shadow can move from place to place without 
detection. He will vanish and attack, and then 
appear again. Watch out for his ultimate speed! 
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CHARACTERS 




CREAM THE RABBIT ) 

Cream has a constant companion in her 
best friend, Cheese. Joining hands, Cream 
and Cheese not only work well together, 
but also give each other courage! 

f ROUGE THE BAT 

Rouge is the "world’s greatest thief." There’s 
no doubt that her battle style will rock your 
world! 

DR.ECGMAN ) 

Dr. Eggman, a genius scientist, is always 
hatching plots to take over the world. He was 
allegedly in the process of attempting to make 
use of Emerl for an unknown purpose.... 
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BASIC CONTROLS 


The button assignments mentioned below are based on controls in Menu Mode. See P.7 to 
P.9 for control details in Battle Mode. 



Controls in Menu Mode 

Control Pad 

Select Items 

START 

Start Game 

A Button 

Enter 

B Button 

Cancel 


Return to the Title Screen 

; To return to the Title Screen, press START 
and SELECT simultaneously while press- 
j ing the A Button as well as the B Button. 
Please note that if returning to the Title 
Screen by the above procedure, the 
game data will NOT be saved. 
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BASIC CONTROLS 


ACTIONS 


A variety of actions can be performed using different button combinations. Note that the 
actions below are common to all characters. 



Move a character in 8 different directions. 


Press the A Button to jump. Pressing it again while 
a character is in mid-air makes an airborne jump. 


Press Control Pad twice 


Dash 


Press L Button twice 


Rotate Map 


Pressing the Control Pad twice in the same direc- Rotate the Map 180 degrees, 
tion makes a character dash in that direction. 



Cover a character with a shield and make 
it invulnerable to attack from opponents 
momentarily. 


HP of a character is gradually recovered while holding the 
L Button down. While the HP is being recovered, you can 
use the Control Pad 4^ to look around. Be aware that 
you will also be vulnerable to attack from opponents. 























































BASIC CONTROLS 

r~T, .< 




Controls while moving 


. / j* * : *35 

V;'V 


Light Attack 


Attack opponents. You can inflict other moves by pressing the B Button 
or the Control Pad consecutively. 


Press B Button 3 times 


Combo 


To strike opponents continuously, press the B Button 3 times to impose a 
Light Attack. If you press the B Button 4 times, a Heavy Attack is performed. 


Control Pad + B Button 


Heavy Attack / Upper Attack 


Blow opponents away and damage them effectively. Pressing the B Button 
in the opposite direction of the opponent blows them away into the air. 


B Button during jump 


Air Attack 


Inflict moves in mid-air. The move varies for each character. 


B Button during dash 


Dash Attack 


Inflict a powerful attack while dashing. Although it depends on each 
character, you may blast off or send opponents flying using this command. 






R Button 



Special Move 


Special Moves are unique to each character. There are 3 types: 
Aerial, Ground and Defend. They can be customised before a 
battle starts or during an intermission. For more details, see P.15. 



BASIC CONTROLS 




r Chase and Attack J 

Control Pad during Heavy Attack 

Chase 

® % 

£ 

Push the Control Pad in the direction an opponent is blown away in 
order to run after it. 

B Button during chase 

Chase and Attack | 


If you press the B Button at the right moment while blowing off an opponent 
or chasing after an opponent, you may bang the opponent on to the ground. 

How much damage it can cause the opponent varies upon the timing. 



Chase and Attack 


Control Pad towards opponents 


Wall Counter 


With this command, the damage caused to a character when knocked into a wall is reduced to 0. 
However, the character will receive the default set damage in the following mid-air battle. 














































































f START THE CAME 

r/// 

The Title Screen will be displayed if you press START during the 
introduction. Press START once again to display the Mode Selection 

Screen. 


f NAME ENTRY 

m 



When playing a new game for the first time, or starting a game after the saved game data is 
deleted, you will be asked to press START to confirm. 


SELECT GAME MODE 


Select from 5 possible game modes. 





fc i ...... 


u> 


STORY MODE ^ R12 


In this mode, collect skills from the various 
characters and develop the mysterious robot 
named Emerl. There are 8 stories in total. 


^ P.25 


Select 4 characters to play as. You can either play solo 
against the COM characters or play against others 
using the Game Boy Advance™ Game Link™ Cables. 
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CHALLENGE MODE ^ P.28 


Play as 1 character to win 5 battles. The 
number of characters to fight in each battle 
varies. Knocking opponents down 10 times 
leads you to the next round. 



GAME START 

L* ~ v ~"P r * : 


TRAINING MODE ^ P.30 


In this mode, you can practice your battle 
techniques against the COM. The COM can 
be customised. 


^ P32 


A variety of Mini Games are available in this 
mode. Enjoy the Mini Games by yourself or 
with up to 3 other players using Game Boy 
Advance™ Game Link™ Cables. 


Battle Record ► P.33 


Check out the Battle Records and popular 
characters played. 


► P.33 


Modify the Language Settings or check out the BGM sounds. You can also delete the saved data. 


AUTO SAVE 

In this game, the data is automatically saved after a battle is complete, an event is finished, the 
skills of Emerl have been modified, or if "Quit" is selected from the Pause Menu. Do not turn 
off the power while data is being saved, otherwise it may cause your data to become corrupted. 
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STORY MODE 


HOW TO START 


/// 


After the Story Mode is selected, the Character Selection Screen 
will appear Note that only Sonic can be chosen at first. Information 
continuing a previously saved game is below. 


Resume the Came 


Press the A Button to continue a previously played character chapter. 



Play the Other Episodes 


Selecting this enables you to abort the story you have been playing, and begin a new story 
using other characters. Note that all the skills Emerl has obtained will be saved and can be 
used in a new story, however, earlier competed episodes will be erased. 


Select Characters 

You will be asked to select more characters when the "Play The Other Episodes" are chosen. 
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STORY MODE 



Press START to pause the game. Note that the game cannot be paused when an event is taking place. By 
choosing CONTINUE, you can resume the game. Select QUIT to return to the Mode Selection Screen. 
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STORY MODE 



Move the arrow to a point where events take place and then you will see the characters following the arrow icon 
automatically. Also on the World Map Screen, press the R Button to switch the screen to the Edit Screen (P.17). 


G 


Events occur 


Upon selecting a point the stay will proceed folowingthe events. Note that depending on the event the story may proceed without playing the battle. 


G 


Enter the battle 


Following the event, you may play a battle. Set a knockdown move to each Ground Attack, Aerial Attack and Defend. Note that winning 
conditions vary upon each battle. By winning a battle, you can proceed with the story, and move on to a new area or obtain new skills. 
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STORY MODE 


[O Win the battle and obtain skills 


When Emeri joins a battle, he learns attack moves by watching or receiving. This is called a "Capture." To use the acquired 
move, they must be customised on the Editing Screen. Also, Emeri will be granted Skill Points (P.21) after playing a battle. 


BATTLE FLOW 


Although they differ 
according to each 
battle, there are some 
typical rules. 


m 




[ Q Allocate and set the Special Moves 


Special Moves can be categorised into 3 types. Ground is for attacking opponents on the ground / 
Aerial is for striking opponents in mid-air / Defend is to guard yourself from attack from opponents. 


Defend: An attack using a move customised to "Defend" cannot damage your character. For instance, if a 
move categorised to "Power" is customised to "Defend," you will become invulnerable to attack from Power 
category from opponents. Make sure to allocate the moves opponents use with frequency to "Defend." 
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STORY MODE 


POWER Direct Attack 

Power gives 
opponents explo¬ 
sive damage. 



SHOT: Long-range Attack 

Attack opponents 
inflicting moves 
such as 
Shockwave or 
Energy Ball at long range. 



SET: Mine Blast 


Set a trap and give 
opponents great 
damage. The mine 
kMwrtfl can be set off if 
either opponents step on it or 
the R Button is pressed. 



.0 The battle begins 


Once the moves are customised, the battle begins. You can play the battle by yourself or 
with up to 3 other players. 


>/Q Win the battle / Next Story 


After knocking down opponents for a certain number of times and winning the battle, you will obtain 
the Skill Points (P.21) and proceed to the next event/story. In battle, Emerl may learn and capture moves. 


[ 0/0 Lose the battle / Retry 


If the HP goes down to 0 and you are knocked down, you can customise your moves again. 
If you lost a battle, you have an option to retry. 
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STORY MODE 



r^piT _ LLLi 


Once the story advances, the Edit Screen will be available in the field 
by pressing the R Button. Set up combinations or moves Emerl has 
obtained. 


EDIT 



Set the move Emerl has acquired. You can customise not only the moves he has learned but the way 
he moves/acts and his body colour. Note that in order to set the skills, Skill Points (P.21) are needed. 


MOVE 


■ Running Skill 

■ Dashing Skill 

■ Jumping Skill 

■ Air Action 

■ Guard Skill 

■ Heal Skill 


: A skill related to the velocity of Map movement. 

: Captured skill of a Character’s dashing movement. 

: Captured skill of a Character's jumping movement. 

: Captured skill of a Character’s aerial action. 

: Captured skill of a Character's Guarding movement. 

: Captured skill of a Character’s movement when the HP is being recovered. 
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STORY MODE 


ATTACK 

■ First Attack 

First attack made when executing a combo. 

■ Second Attack 

Second attack made when executing a combo. 

■ Third Attack 

Third attack made when executing a combo. 

■ Heavy Attack 

Skill to blow opponents away. 

■ Upper Attack 

Skill to knocking opponents upwards. 

■ Dash Attack 

Skill to attack while dashing. 

■ Air Attack 

Skill to attack while jumping. 

■ Pursuit Attack 

Skill to inflict Pursuit Attack. 

■ Ground Shot 

Special move in which Shot has been added to a Ground Attack. 

■ Air Shot 

Special move in which Shot has been added to an Air Attack. 

■ Ground Power 

Special move in which Shot has been added to a Ground Attack. 

■ Air Power 

Special move in which Power has been added to an Air Attack. 

■ Ground Trap 

Special move in which a Mine is set to a Ground Attack. 

■ Air Trap 

Special move in which a Mine is set to an Air Attack. 
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STORY MODE 


OTHERS 


■ Fighting Pose 

■ Strength Support 

■ Attack Support 

■ Support of Others 

■ Color 1 

■ Color 2 

■ Color 3 

A skill shown when a character is not moving. 

A special skill to strengthen the internal defense ability. 

A special skill to stimulate the internal attack ability. 

A special, but mysterious skill. 

A skill to modify the colour of the horn. 

A skill to change the body colour. 

A skill to alter the colour of details such as fists. 


ALL 

I 


You can edit the skills for "Move," "Attack" and “Others" in this section. 


Help 

—- 

While each skill is selected, press the R Button to view the detailed 
information. 

'jmm. 

Pul 

Wa--4§i 
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STORY MODE 


Switch the saved data 


The data of Emerl's customised skills can be saved. You can save the edit¬ 
ed data in up to 3 files. The data is saved just before or after the selected 
data is switched. 



Skill list 


All the skills captured can be viewed. You can also check out the number 
of the skills you have obtained. 



r Skill Exchange ^ 

Using the Came Boy Advance™ Game Link™ Cable(s). you are able to exchange skills 





with other players. First, go to the “Skill Exchange" screen following a connection to 
each Game Boy Advance™ system. The player to send the skills should choose a skill 
to transfer. In the meantime, the player to receive the skills should enter YES when the 

Gu 

Mb 


Uf 



Return to the game 


Quit editing and return to the story. 
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STORY MODE 


in 

Before setting the skills to Emerl, you need to obtain Skill Points. 
See below for details. 


SKILL POINTS 



What are Skill Points? 


Skill Points are points required upon setting the captured skills to Emerl. The skills captured 
from every character are rated according to their difficulty, which can be distinguished by the 
number of Star Marks. The more powerful the skill is to set to Emerl, the more Skill Points are 
necessary. One Star Mark is equivalent of 5 Skill Points. 


How to obtain Skill Points 


• Follow either of the 2 procedures mentioned below to obtain Skill Points. 


Win the battle 


You will be rewarded Skill Points by winning battles. The number 
of Skill Points depends on the battle. 

Get a Chaos Emerald 


Obtain Chaos Emeralds in areas such as events. One Chaos 

Emerald equals 10 Skill Points. 
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STORY MODE 


ICHIKORO GAUGE 


The blue gauge above the HP is called Ichikoro Gauge. If the Ichikoro 
Gauge is filled, it may enable you to reverse a losing battle. 


Power up the Special Move 



By hitting the Special Move when the Ichikoro Gaue is fully filled up, you can defeat an opponent in one 
hit. Ichikoro Gauge can be used by any character. Once the Special Move is used, the Ichikoro Gauge goes 
down to 0. Note that the Special Move allocated to •‘Defend" does not give opponents extra damage 


How to fill up 


• Follow any of the 3 procedures shown below to increase the Gauge. 


Receive damage 

Defend from attack 


By receiving damage from opponents, the eighth of the received 
damage is transferred to the gauge._ 

By defending yourself from being attacked, half of the received damage is transferred to 

the gauge. However, note that when an opponent's Ichikoro Gauge is full, and if you can 
successfully defend yourself from attack of the opponent your ichikoro Gauge will fill up 


Recover HP 


As the HP is being recovered, the Gauge will gradually fill up 
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THIS GAME PAK INCLUDES A MULTI-PLAYER MODE HOW TO CONNECT CAME BOY 

WHICH REQUIRES A GAME BOY ADVANCE™ GAME ADVANCE™ CAME LINK™ CABLE(S) 
LINK™ CABLE 


M 


Pggl l 


■ What you need 

• Game Boy Advance™ systems . 

• “Sonic Battle™” Game Pak 

Single-Play. 

Multi-Play . 

• Game Boy Advance™ Game Link™ Cables 

2 Players . 

3 Players . 

4 Players . 


same number of players 

.1 

same number of players 

.1 

.2 

.3 


■ Caution on Link Play 

On the following conditions, the game may not be able to communicate, or may malfunction. 

• When linking with a cable other than Game Boy Advance™ Game Link Cable. 

• When the Game Boy Advance™ Game Link™ Cable is not connected all the way in. 

• When you disconnect and connect the Game Boy Advance™ Game Link™ Cable while 
communicating. 

• When the Game Boy Advance™ Game Link™ Cable and each Game Boy Advance 
system are not connected properly. 

• With Single-Play, when the GamePak is inserted into Game Boy Advance™ unit other 
than IP’s. 

• When you have 5 or more Game Boy Advance™ systems connected. 


























HOW TO CONNECT GAME BOY ADVANCE™ GAME LINK™ CABLE(S) 


■ How to Connect 

1. Make sure that all Game Boy Advance™ Systems are turned OFF and insert the 
Game Pak into each system (only to IP’s system on Single-Play). 

2. Connect the Game Boy Advance™ Game Link™ Cable(s). 

3. Connect the Game Boy Advance™ Game Link™ Cable to each Game Boy Advance™ 
expansion connecter. Make sure that the smaller plug is connected to IP’s system. 

4. Turn the power of all Game Boy Advance™ systems ON. 

5. For controls afterwards, refer to p.25. 


* If you are playing with 2 or 3 players, do not connect 
any Game Boy Advance™ systems or Game Boy 
Advance™ Game Link™ Cable(s) that will not be used. 

* The Game Boy Advance™ with smaller plug connected 

becomes 1P _ 

Four-player hook-up (Multi-Play) using the Game 
Boy Advance™ Game Link™ Cable. 

Connect the Game Boy Advance™ Game Link™ 

Cable and Game Boy Advance™ systems according 
to the diagram. (Notice the size of the plugs and the 
location of the Game Pak.) 



HOW TO START 





In this mode, enjoy a battle with other players or COM. For Multi-Play, each 
player requires a "Sonic Battle™” Game Pak and Game Boy Advance™ 
Game Link™ Cable(s) (sold separately) for the number of players battling. 



GAME FLOW 


Select a Character 

Choose your character as well as for COM. Use the R Button to switch the screen to the 

Rule Setting Screen, and the L Button to go to the Map Selection Screen. 





Map Selection 



Rule Settings 

You can choose the stages to battle 
and set the order of using them. If not 
chosen, they will be selected randomly. 
See P.27 for details. 

1 

r 

Set the rules to use in a battle. Customise 
them well to battle effectively. See P.26 
for more details. 

▼ 





BEGIN THE BATTLE! 

























BATTLE MODE 


rm 


RULE SETTINGS 


Modify the settings to use in the Battle Mode. Once the modifications 
are made, press the R Button to return to the Character Selection 
Screen. Press the L Button to proceed to the Map Selection Screen. 



RULES 


In this section, you can alter the winning conditions. As mentioned below, there are 3 condi¬ 
tions to be modified. First, use the Control Pad to modify the rules and change a number for 
each section. 


The number you have set in this section shows how many opponents you will have 
to defeat so as to win a battle. The number can be chosen from 5, 10, 15, 30, 99. 


This is a Time Limit in which you will win as many knock outs as you can. The 
time can be chosen from 2/3/5/10 min. 


SURVIVAL Win a battle with the number of lives remaining. Choose the number of lives 
(LIFE) from 5, 10, 15, 30. 
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BATTLE MODE 



Make a team with another character and win a battle! On the Character Selection Screen, use the Control Pad 
to modify the colour of the plates. You can also hit your allies by turning the settings of "Hit the ally” to ON. 
However, please note that by knocking out your allies, the number of KO or the life of the allies may decrease. 


INTERVAL 


If the HP drops down to 0, you can modify the time of how long the screen is displayed to customise the 
Special Move before restarting the battle. Choose the time from: 5/10/20/30 sec. 


Auto Handicap 


If the HP of a character has been dropped down, you can power up the attack power or the power of 
Special Move of the character. By strengthening the power, you may be able to reserve the battle and win. 


COM 


Change the Attack Power of the COM players. The power is set in 5 different levels from “Very Easy" to 
"Very Strong." 


MAP SELECTION 


Set the order of the maps to use in the battle. If it is not chosen, the maps will appear in a random order. 






















HOW TO START 


m 


Win all the 5 battles against the COM player Depending on the character cho¬ 
sen, the COM player also varies. The battle can take place as one to one, or one 
to several players. By winning the battle, you will be granted a score. The score 
given varies upon each battle. The game will be over if you lose the battle. 


GAME FLOW 



Select a Character 


| Choose from over 8 characters to play. 

1 


Choose a level to play at 


Set the level of opponents. 1 ring shows the opponents that are easiest to defeat. Likewise, 
3 rings show the opponents that are the most powerful and difficult to defeat. 


Set the Special Move 


| Customise the Special Move. For details on the Special Move, see P.15. 


START! 
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CHALLENGE MODE 



If either you win all 5 battles or the COM wins 10 sets, the game will be over. 


29 























m 


f HOW TO START 


777i 


In this mode, you can brush up your battle skills such as entering commands 
or exercising the combos. Pressing START while playing in this mode displays 
the screen on which you can set a character or the opponents' movements. 
To quit the mode, select "Quit the Training" on the Setting Screen. 



GAME FLOW 


Set Items 



Select a character to play as, opponents’ movements, and a map in which to hold trainings. | 


START THE TRAINING! 


f SET ITEMS 


UR 


There are 4 items to modify. Once the modifications are made, press START to proceed to the Battle Screen. 
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TRAINING MODE 


CHARACTERS 


Choose 2 characters, one to play as and another to play against for training. 


OPPONENTS' MOVEMENTS 


Set a movement of your opponents' from the choices below. Once it is set, it can be used constantly. 

■ Standing 

: Keep Standing still. 

■ Jump 

: Jump over and over again on the spot. 

■ Run 

: Continue to Run circling. 

■ Guard 

: Utilise Guard repeatedly. 

■ Light Attack 

: Impose the first punch of combo repeatedly. 

■ Heavy Attack 

: Keep imposing a Heavy Attack. 

■ Upper Attack 

: Force a Upper Attack continuously. 


TRAINING MAP 


Choose a map to use in this mode. 


FINISH TRAINING 


Quit this mode and go to the Mode Selection Screen. 
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f PLAY USING 1 GAME PAK 

r/// 

3 

In this mode, up to 4 players can play together. Please note that Game 
Boy Advance™ Game Link™ Cable(s) is (are) necessary when playing a 
game in the Multi-Player Mode. 

" GAME FLOW 


Connect Game Boy Advance™ Game Link™ Cables (sold separately) 


| For details on how to connect, see P.23. 



Select the Mini Games you wish to play. They can be selected only by 1P. 


I^iitforthe other players to get ready for the game Once all the connections for every character are done, press the A Button] 


BEGIN THE Mini Games! 
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In this mode, you can change a variety of settings or check out the BGM used in the game. 



Switch the language used in the game. 

Check out the BGM or the SE used in the game. 

Delete and initialise all the data. Please be advised that once the data is 
deleted, it cannot be recovered. 


Error Message List: If you encounter any problems during gameplay, the following error messages 
may be displayed on the screen. See below for the solutions. 

I 4* A communication error has occurred. Make sure the Game Boy Advance™ Game Link™ 
Cable(s) is connected properly and turn on the Game Boy Advance™ once again. 


33 



























BASIC CONTROLS (PERUSOHJAUKSET) 


Alla kuvatut painikemaaritykset perustuvat Menu Mode -tilan (valikkotilan) ohjauksiin. Tiedot 
Battle Mode -tilan (taistelutilan) ohjauksista ovat sivuilla 7-9. 



Menu Mode -tilan (valikkotilan) ohjaukset ] 

-t-Ristiohjain 

Select Items (Valltse kohteita) 

START 

Start Came (Aloita peli) 

A-painike 

Enter (Vahvista) 

B-painike 

Cancel (Peruuta) 


Palaa Title Screen -nayttoon (otsikkonayttodn) 

Voit palata Title Screen -nayttoon 
(otsikkonayttodn) painamalla samanaikaisesti 
START, SELECT, seka A- ja B-painikkeita. 

\ Huomaa, etta kun palaat Title Screen 
-nayttoon (otsikkonayttodn) ylla kuvatulla 
tavalla, pelin tietoja El tallenneta. 
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BASIC CONTROLS (PERUSOHJAUKSET) 


ACTIONS (TOIMET) 


Voit suorittaa monenlaisia toimia erilaisilla painikeyhdistelmilla. Huomaa, etta alia kuvatut 
toimet koskevat kaikkia hahmoja. 



Liiku hahmolla kahdeksaan eri suuntaan. Hyppaa painamalla A-painiketta. Kun painat painiketta uudelleen 

hahmon ollessa ilmassa, hahmo hyppaa korkeammalle. 


Paina +ristiohiainta kahdesti 


Dash (Santaa) 


Paina I -nain»L'#atta l^ahrlActi 


Rotate Map 

(Kierra karttaa) 


+Ristiohjaimen painaminen kahdesti samaan suuntaan Kierra karttaa 180 astetta. 
saa hahmon santSamaan kyseiseen suuntaan. 



Peita hahmo kilvella ja tee se haavoittumattomak- Hahmon osumapisteet palautetaan vahitellen, kun pidat 
si vastustajien hyokkayksia vastaan lyhyeksi aikaa. L-painiketta painettuna. Kun osumapisteita palautetaan, 

voit katsoa ymparillesi +ristiohjaimen painikkeiden 
4 ja ^ avulla. Muista. etta olet haavoittuvainen 
OK vjholhsten hyokkayksjlje. ^ 












































BASIC CONTROLS (PERUSOHJAUKSET) 


Ohjaukset liikkumisen aikana 


Light Attack (Kevyt hyokkays) 


B-painike 


Hyokkaa vastustajien kimppuun. Voit suorittaa muita liikkeita painamalla 
B-painiketta tai +ristiohjainta. 


Paina B-painiketta 3 kertaa 


Combo (Yhdistelma) 


Voit lyoda vastustajia jatkuvasti painamalla B-painiketta 3 kertaa suonttaaksesi Light Attack -hyokkayksen (kevyen 
hydkkiyksen) Jos painat B-painiketta 4 kertaa. suorrtetaan Heavy Attack -hyokkiys (voimakas hydkldys) 


♦Ristiohjain + B-painike 


Heavy Attack (Voimakas hyokkays) / Upper Attack (Ylahyokkays) 


Tyonna vastustajat pois ja vahingoita heita tehokkaasti. +Ristiohjaimen ja 
B-painikkeen painaminen vastustajasta poispain heittaa vastustajat ilmaan. 

Air Attack (llmahyokkays) 


B-painike hypyn aikana 


Tee liikkeita ilmassa. Liikkeet vaihtelevat hahmojen mukaan 


B-painike santayksen aikana 


Dash Attack (Santayshyokkays) 


Tee tehokas hyokkays santayksen aikana. Hahmon mukaan saatat 
ponnahtaa ilmaan tai tydntaa vastustajat lentoon talia komennolla. 


BASIC CONTROLS (PERUSOHJAUKSET) 






R-painike 


Special Move (Erikoisliike) 

Special Move -liikkeet (Erikoisliikkeet) ovat jokaiselle hahmolle yksilollisia. Niita on 
kolmenlaisia. Aerial- (ilma). Cround-(maa)ja Defend- (puolustus) liikkeita. Liikkeet 

onnpn taictplllfl tell t*3U0llcl 



Chase and Attack (Jahtaa ja hyokkaa) 


+R»st)ohjain Heavy Attack -hyokklyksen (voiniakkaan hyftkWyksen) aikana 

Chase (Jahtaa) 


Painaessasi +ristiohjainta suuntaan. johon vastustaja lentaa, voit juosta 
sen perlian. 

B-painike jahtauksen aikana 

Chase and Attack (Jahtaa ja hyokkaa) | 

Si 

Jos painat B-painiketta oikealla hetkella vastustajan tydntamisen tai 
jahtaamisen aikana, voit iskea vastustajan maahan. Vastustajan karsima 
vahinko riippuu ajoituksesta. 


♦Ristiohjain vastustajaa kohti 

Wall Counter (SeinSvastaBke) 


Talia komennolla vahinko, jonka hahmo karsi tyonnettaessa sita pain semaa, pienenee nollaan. 
Hahmo kSrsii kuitenkm oletusmaaran verran vahinkoa seuraavassa ilmataistelussa. 


































































ALOITA PELI 


i 



Title Screen -naytto (otsikkonaytto) tulee nakyviin, jos painat 
START esittelyn aikana. Paaset Mode Selection Screen -nayttoon 
(tilanvalintanayttoon) painamalla START uudelleen. 


r NIMEN KIRJOITTAAAINEN_ ZZ/i 



Kun pelaat uutta pelia ensimmaista kertaa tai aloitat pelin tallennettujen pelitietojen 
poistamisen jalkeen, sinua kehotetaan vahvistamaan valintasi painamalla START. 


VALITSE PELITILA 


Valitse viidesta eri pelitilasta. 




STORY MODE (TARiNATILA) ► W BATTUE MODE (TAISTEtaTILA) ► 


Tassa tilassa keraat taitoja eri hahmoilta ja Valitse pelattava hahmo neljasta hahmosta. Voit pelata 

kehitat salaperaista Emerl-robottia. Tarinoita yksinpelin tietokoneen hahmoja vastaan tai voit pelata 

on yhteensa kahdeksan. muita vastaan Game Boy Advance™ Game Link™ 

tiedonsiirtokaapelin avulla. 
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PELIN ALOITUS 



r CHAlliNGE M006 (HAASTETILA) ^ 

> 

r TRAINING MODE (HARJOITUSTILA) ^ 

Voita viisi taistelua yhdella hahmolla pelaten. 
Taistelussa olevien hahmojen maara 
vaihtelee. Kun saat vastustajan lyotya maahan 
10 kertaa, paaset seuraavalle kierrokselle. 

Tassa tilassa voit harjoitella 
taistelutekniikoitasi tietokonetta vastaan. 
Tietokoneen vastustajaa voidaan muokata. 

Mini Game (Pienoispeli) ► 

1 

Battle Record (Taistelun kuvaus) ^ 

Tassa tilassa on kaytettavissa useita pienoispeleja. 
Voit pelata pienoispeleja yksin tai jopa 3 muun 
pelaajan kanssa Sonic Battle™ -pelikasettien 
ja Game Boy Advance™ Game Link™ 
tiedonsiirtokaapelin avulla. 

Tarkastele taisteluiden kuvauksia ja suosittuja 
pelattuja hahmoja. 

OPTIONS (ASETUKSET) ^ 

k_ A 

) 


Muokkaa Language Settings -asetuksia (kieliasetuksia) tai kuuntele BGM-taustaaania. Voit myos poistaa tallennettuja tietoja. 


AUTO SAVE (AUTOMAATTINEN TALLENNUS) 

| Tassa pelissa tiedot tallennetaan automaattisesti taistelun paatyttya, tapahtuman loputtua, 

! Emerlin taitojen muokkaamisen jalkeen tai jos Pause Menu -valikosta (pysaytysvalikosta) valitaan 
! Quit (Lopeta). Ala katkaise virtaa, kun tietoja tallennetaan, silla muutoin tiedot saattavat vioittua. 
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TASSA GAME PAK - MODUUUSSA ON YHTBSPEUTUKJ. 
YHTEBPEU EDELYTTAA GAME BOY ADVANCE™ GAME 
LINK™ TIEDONSIIRTOKAAPEUN. 


GAME BOY ADVANCE™ GAME 
LINK™ TIEDONSIIRTOKAAPELIN 
LIITTAMINEN 


■ Edellytykset 

• Game Boy Advance™ -jarjestelmat.yhta monta kuin pelaajia 

• Sonic Battle™ -pelikasetti 

Yksinpeli. 1 

Moninpeli .yhta monta kuin pelaajia 

• Game Boy Advance™ Game Link™ tiedonsiirtokaapelin 

2 pelaajaa . -j 

3 pelaajaa . 2 

4 pelaajaa . 3 

■ Linkkipelin varoitus 

Seuraavissa tilanteissa peli ei valttamatta pysty muodostamaan yhteytta tai ei valttamatta toimi 
oikein. 

• Kun linkitat jarjestelmat muulla kuin Game Boy Advance™ Game Link™ tiedonsiirtokaapelin. 

• Kun Game Boy Advance™ Game Link™ tiedonsiirtokaapelin ei ole tiukasti liitetty. 

• Kun irrotat ja liitat Game Boy Advance™ Game Link™ tiedonsiirtokaapelin tietoliikenteen 
aikana. 

• Kun Game Boy Advance™ Game Link™ tiedonsiirtokaapelin ja Game Boy Advance™ 
-jarjestelmia ei ole liitetty oikein. 

• Kun yksinpelissa pelikasetti on jossakin muussa Game Boy Advance™ -jarjestelmassa kuin 
ensimmaisen pelaajan (IP) jarjestelmassa. 

• Kun liitettyna on vahintaan 5 Game Boy Advance™ -jarjestelmaa. 

---- 


GAME BOY ADVANCE™ GAME LINK™ TIEDONSIIRTOKAAPELIN LIITTAMINEN 


r M Liittaminen 

\ 

1. Varmista, etta kakkien Game Boy Advance™ -jarjestelmien virrat on katkaistu, ja aseta 
jokaiseen jarjestelma&n pelikasetti (yksinpelissa vain ensimmaisen pelaajan jarjestelmaan). 

2. Liita Game Boy Advance™ Game Link™ tiedonsiirtokaapelin. 

3. Liita Game Boy Advance™ Game Link™ tiedonsiirtokaapelin jokaisen Game Boy Advance™ 
-jarjestelman laajennusvastakkeeseen. Varmista, etta pienempi liitin on liitetty ensimmaisen 
pelaajan jarjestelmaan. 

4. Kytke virta kaikkiin Game Boy Advance™ -jarjestelmiin. 

* Jos pelaajia on 2 tai 3, ala liita Game Boy Advance™ * 
jarjestelmia tai Game Boy Advance™ Game Link™ 
tiedonsiirtokaapelin, joita ei kayteta. 

* Game Boy Advance™ -jarjestelma, jossa on pienempi 
liitin, on ensimmaisen pelaajan laite. 

Pi § 

CE> v-* €9 

Neljan pelaajan kytkenta (moninpeli) Game Boy 
Advance™ Game Link™ tiedonsiirtokaapelin avulla. 

Liita Game Boy Advance™ Game Link™ 
tiedonsiirtokaapelin ja Game Boy Advance™ 
-jarjestelmat kaavion mukaisesti. (Huomaa liitinten 

J<oot ja pelikasettien sijainnit.) 

Jm 

: ea 
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QUICKSTART PA SVENSKA 


GRUNDKONTROLLER 


* 


Knapparnas funktioner nedan grundas pi kontrollerna i Menu Mode (menylage). Du kan ta 
reda pi mer om kontrollerna i Battle Mode (stridsllge) pi s 7 till 9. 



Kontroller t Menu Mode (menylage) 

+ Styrknappen 

Valj foremll 

START 

Starta spel 

A-knappen 

Enter 

B-knappen 

Avbryt 


Ga tillbaka till Title Screen (titelskarmen) 

Du kan gl tillbaka till Title Screen (titelskarmen) 
genom att trycka pi START och SELECT pi 
samma glng, samtidigt som du trycker ner 
A-knappen och B-knappen. Tank pi att 
speldata INTE sparas om du gir tillbaka till Title 
Screen (titelskarmen) enligt ovan. 
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GRUNDKONTROLLER 


HANDLINGAR 


Du kan utfora en rad handlingar med hjllp av olika knappkombinationer. Handlingama nedan 
Ir samma for alia spelfigurer. 



Flytta spelfiguren i 8 olika riktningar. Hoppa genom att trycka pi A-knappen. Du kan utfdra ett luftbopp 

genom att trycka en glng till nlr spelfiguren befinner srg i kitten 


Tryck pi + styrknappen tvl ginger 


Rusa 


Tryck pi L-knappen tvl ginger 


Rotera karta 


Nar du trycker + styrknappen tvl ginger It Rotera kartan 180 grader, 
samma hill rusar spelfiguren ivlg It det hlllet. 



Skydda en spelfigur med hjalp av en skdld och En speffigurs HP Iterstalls stegvis nar du hlller ner L- 

se till att han eller hon blir oslrbar fdr knappen Medan spelfigurens HP Iterstalls kan du se dig 

motstlndamas anfall under en kort stund. omkring med hjalp av + styrknappen 4* Tank pi att 

du aven Ir sirbar for anfall frin dina motstlndare. 
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GRUNDKONTROLLER 



[ Kontroller i rorelse 

[ B-knappen 

Light Attack (latt anfall) 

f-f 

Anfall motstindare. Du kan utfora andra rSrelser genom att trycka pi 
B-knappen eller + styrknappen flera ginger i rad. 

Tryck pa B-knappen 3 ginger 

Combo 

$ £ 

Du kan sli till mot fiender flera ginger i foljd genom att trycka pi B-knappen 3 ginger for att utfora en 

Light Attack (latt anfall). Om du trycker pi B-knappen 4 ginger utfors en Heavy Attack (haftigt anfall). 

+ Styrknappen + B-knappen 

Heavy Attack (haftigt anfall) / Upper Attack (dvre anfall) j 

* ! 

Sli till ordentligt mot dina motstindare och skada dem pi ett effektivt satt. Genom att trycka pi 
+ styrknappen och B-knappen i motsatt riktning mot motstindaren skjuts de i luften. 

B-knappen under hopp 

Air Attack (Luftanfall) 


Utfor rorelser i luften. Rorelsen varierar beroende pi spelfigur. 

B-knappen under rusning 

Dash Attack (Rusningsanfall) 

& 

_ 

Utfor ett kraftfullt anfall medan du rusar. Beroende pi spelfigur kan du 
anvanda kommandot for att skjuta ivag eller slunga ivag dina motstindare. 


GRUNDKONTROLLER 



R-knappen 


Special Move (specialrorelse) 


Special Moves (specialrorelser) ar unika beroende pa spelfigur. Det finns 
3 sorter: Aerial (luftbaserade), Ground (landbaserade) och Defend 
(forsvar). De kan anpassas innan striden inleds eller under ett avbrott. 



Chase and Attack (Jaga och anfalla) 


+ Styrknappen under Heavy Attack (haftigt anfall) 

Chase (Jaga) 


Tryck + styrknappen i samma riktning som motstindaren skjuts bort i 
f6r att springa efter motstindaren. 

B-knappen under jakt 

Jaga och anfall 

rn 

Om du trycker pi B-knappen i ratt ogonblick nar du skjuter ivig en 
motstindare eller jagar efter en motstindare kan du sla ner motstindaren 
pi marken. Hur mycket skada det orsakar beror pi hur bra timing du har. 

[Chase and Attack (Jaga och anfalla) 

+ Styrknappen mot motstindare 

(Wall Counter) Vaggforsvar 


Med det har kommandot minskas en spelfigurs skador nar han eller hon slis in i en 
vagg till 0. Spelfiguren drar dock pi sig standardskador under pifoljande luftstrid. 










































































STARTA SPELET 


Title Screen (titelskarmen) visas om du trycker pi START under 
inledningen. Tryck pa START en gang till om du vill visa skarmen 
Mode Selection (lagesval). 


f ANGE NAMN 


7772 



Nar du spelar ett nytt spel for forsta gingen, eller startar ett spel nar sparade speldata har 
raderats. miste du bekrafta genom att trycka pi START 


VALJ SPELLAGE 


Valj mellan 5 alternativa spellagen. 




STORY MODE (HtSTOR(ELAGE) ► 


I det har laget samlar du fardigheter frin de olika 
spelfigurerna och utvecklar den mystiska roboten 
Emerl. Det finns sammanlagt 8 historier. 


BATTLE MODE (STRIDSLACE) ► 


Valj 4 spelfigurer att spela som. Du kan antingen spela solo 
mot COM-figurerna eller spela mot dina kompisar med 
hjalp av Game Boy Advance™ Game Link™ cable. 
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SATT IGANG OCH SPELA 



^ CHALLENGE MODE (UTMANINGSLAGE) ► 

> 

TRAINING MODE (TRANINGSLAGE) ► 

Spela som 1 spelfigur och vinn 5 strider. Antalet 
spelfigurer du sllss mot i varje strid varierar. Om 
du lyckas sll ner dina motstandare 10 ginger 
gar du vidare till nasta omgang. 

1 det har laget kan du ova stridstekniker 
mot COM-spelare. COM-spelarna kan 
skraddarsys enligt dina onskemal. 

Mini Game (minispel) ► 

1 \ 

Battle Record (stridsrekord) ► 


I det har laget kan du valja mellan en rad olika minispel. Kolia in stridsrekord och populara spelfigurer. 
Du kan roa dig med minispelen pa egen hand eller 
tillsammans med upp till 3 andra spelare med hjalp av 
Game Boy Advance™ Game Link™ cable. 


OPTIONS (ALTERNAT1V) ^ 


Andra sprikinstallningar eller kolla in ljudeffekter. Du kan aven radera sparade data. 

AUTO SAVE (AUTOSPAR) 

i I det har spelet sparas data automatiskt nar en strid har slutforts, en handelse avslutats, Emerls 
I fardigheter andrats eller om "Quit" (avsluta) valjs fran Pause Menu (pausmenyn). Stang inte av 
J strommen medan data sparas, for dl kan de forstoras. 




















DENNA SPELKASSETT INNEHALLER ETT 
SPELALTERNATIV FOR FLERA SPELARE SOM KRAVER 
EN GAME BOY ADVANCE™ GAME LINK™ CABLE 


HUR DU ANSLUTER 
GAME BOY ADVANCE™ 
GAME LINK™ CABLE 


■ Vad du behover 

• Game Boy Advance™-system.samma antal spelare 

• Spelkassett med "Sonic Battle™" 

Spel for en deltagare.1 

Spel for flera deltagare.samma antal spelare 

• Game Boy Advance™ Game Link™ cable 

2 spelare .1 

3 spelare .2 

4 spelare .3 

■ Mojliga problem under linkspel 


Under foljande forh£llanden kan spelet fa problem att kommunicera eller fungera d&ligt. 

• Nar du kopplar ihop systemen med en annan kabel an en Game Boy Advance™ Game 
Link™ cable. 

• Nar Game Boy Advance™ Game Link™ cable inte har anslutits anda in. 

• Nar du kopplar ur och &teransluter din Game Boy Advance™ Game Link™ cable under 
kommunikationen. 

• Nar Game Boy Advance™ Game Link™ cable och Game Boy Advance™-systemen inte 
har kopplats ihop ordentligt. 

• Med spel for en deltagare: nar kassetten har satts in i en Game Boy Advance™-enhet 
som inte ar 1P. 

• Nar du har kopplat ihop 5 eller fler Game Boy Advance™-system. 


HUR DU ANSLUTER GAME BOY ADVANCE™ GAME LINK™ CABLE 


■ Hur du ansluter 

1. Se till att alia Game Boy Advance™-system har stangts AV (OFF). Satt in en spelkas¬ 
sett i varje system (endast pli 1 P-system for spel for en deltagare). 

2. Anslut Game Boy Advance™ Game Link™ cable. 

3. Anslut Game Boy Advance™ Game Link™ cable till Game Boy Advance™ 
-systemens anslutningskontakt. Se till att den mindre kontakten ansluts till 1 P-system. 

4. Satt PA (ON) alia Game Boy Advance™-system. 


* Om 2 eller 3 personer spelar ska du inte ansluta nagra 
Game Boy Advance™-system eller Game Boy Advance™ 
Game Link™ cable som du inte tanker anvanda. 

* Den Game Boy Advance™ som den mindre kontakten 
anslutits till blir 1P. 

Spel for fyra deltagare (Multi-Play) med Game Boy 
Advance™ Game Link™ cable. 

Anslut Game Boy Advance™ Game Link™ cable och 
Game Boy Advance™-systemen enligt diagrammet. 
(Lagg marke till kontakternas storlek och kassettens 
lage.) 
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T u Q u (U u K) LIM,TED warrants to the original purchaser of this THQ (UK) LIMITED product that the medium on 
which the computer program is recorded is free from defects in materials and workmanship for a period of ninety 
(90) days from the date of purchase. This THQ (UK) LIMITED software is sold “as is", without express or implied 
warranty of any kind resulting from use of this program. THQ (UK) LIMITED agrees for a period of ninety (90) 
days to either repair or replace, at its option, free of charge, any THQ (UK) LIMITED product, postage paid, with 
proof of purchase, at its Customer Service centre. Replacement of this Game Pak. free of charge to the original 
purchaser is the full extent of our liability. Please mail to THQ (UK) LIMITED, Ground Floor Block A Dukes 
Court. Duke Street, Woking, Surrey. GU21 5BH. Please allow 28 days from dispatch for return of your Game Pak 
This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void 
if the defect in the THQ (UK) LIMITED product has arisen through abuse, unreasonable use, mistreatment or 
neglect. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS 
OF ANY NATURE SHALL BE BINDING OR OBLIGATE THQ (UK) LIMITED. ANY IMPLIED WARRANTIES OF 
APPLICABILITY TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE 
IN NO EVENT WILL THQ (UK) LIMITED BE LIABLE FOR ANY SPECIAL. INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS THQ (UK) LIMITED PRODUCT 
THIS IN NO WAY AFFECTS YOUR STATUTORY RIGHTS. 

This computer program and its associated documentation and materials are protected by both National and 
International copyright law Storage in a retrieval system, reproduction, translation, hiring, lending, broadcasting 
and public performances are prohibited without express written permission of THQ (UK) LIMITED. 

THQ (UK) LIMITED, Ground Floor, Block A, Dukes Court, Duke Street, Woking, Surrey, GU21 5BH 
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CUSTOMER SUPPORT 


Register your Game! 

I Register this game at www.thq.co.uk for: 

The official cheats, hints and secrets... 

The chance to win THQ games in our monthly prize 
draw.. 

The latest demos, news, screenshots and videos... 

Access to exclusive members only competitions and special 
offers... 

The opportunity to take part in Beta testing and shape the 
THQ games of the future... 

www.thq.co.uk 


Technical Support 

If you are experiencing technical problems with this game, 
please contact UK technical support: 

Online 

Register your game at www.thq.co.uk for FAQs and full 
online support 

Telephone 

+44 (0) 870 608 0047 

(national/intemational call rates apply) 

Mon - Fri 08:00 to 19:00 GMT 
Sat - 09:00 to 17:00 GMT 


Hints and Tips 

For hints and tips and/or a complete walkthrough for 
this game, register your game at www.thq.co.uk - 
alternatively call our 24 hour helpline 

UK 

09065 55 88 75* 

Republic of Ireland 
1580 908 980* 

Available 24 hrs a day, 7 days a week 

* Calls cost £1 per minute at all times in the UK (190 cts 
for Republic of Ireland). Calls from mobile phones may 
be more expensive. Costs correct at time of printing but 
subject to change. Typical duration of call is 3 minutes. 
Please ask the bill-payer for permission before calling. 
You must be age 16 or over to use this service. 
Touch-tone telephone required. Available to residents 
of UK and Ireland only 
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WARRANTY 


THQ International warrants to the original purchaser of this THQ International product that the medium on which 
the computer program is recorded is free from defects in materials and workmanship for a period of ninety (90) 
days from the date of purchase. This THQ International software is sold "as is", without express or implied warranty 
of any kind resulting from use of this program. THQ International agrees for a period of ninety (90) days to either 
repair or replace, at its option, free of charge, any THQ International product, postage paid, with proof of purchase, 
at its Customer Service centre. Replacement of this Came Pak, free of charge to the original purchaser is the full 
extent of our liability. Please mail to THQ Asia Pacific, Level 8, 606 St. Kilda Road. Melbourne, VIC 3004, Australia 
Please allow 28 days from dispatch for return of your Came Pak. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if 
the defect in the THQ International product has arisen through abuse, unreasonable use, mis-treatment or neglect. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS 
OF ANY NATURE SHALL BE BINDING OR OBLIGATE THQ INTERNATIONAL. ANY IMPLIED WARRANTIES OF 
APPLICABILITY TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE 
IN NO EVENT WILL THQ INTERNATIONAL BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS THQ INTERNATIONAL 
PRODUCT. THIS IN NO WAY AFFECTS YOUR STATUTORY RIGHTS. 

This computer program and its associated documentation and materials are protected by both National and 
International copyright law Storage in a retrieval system, reproduction, translation, hiring, lending, broadcasting 
and public performances are prohibited without express written permission of THQ International. 

THQ Asia Pacific, Level 8. 606 St. Kilda Road, Melbourne, VIC 3004, Australia 


LIMITED 


AUSTRALIA 


CUSTOMER SUPPORT 



Technical Support 
and Games Hotline 

1902 222 448 

Call cost $1.80 + GST per minute 
Higher from mobile / public phones 

£T7TTW 

V m ^ _ J 


or email: feedbackaustralia@thq.com 
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The PEGI age rating system: 


Age Rating categories: 
Les categories 
de tranche d’age: 


CSud 


Note: There are some 
local variations! 

Note: II peut y avoir 
quelques variations en 
fonction du pays! 


Content Descriptors: 
Description du contenu: 



BAD LANGUAGE 
LA FAMILIARITE 
DE LANGAGE 
FEAR 
LA PEUR 



DISCRIMINATION 
LA DISCRIMINATION 



SEXUAL CONTENT 
LE CONTENU SEXUEL 



DRUGS 

LES DROGUES 

VIOLENCE 
LA VIOLENCE 


For further information about the Pan European Game Information (PEGI) rating 
system please visit: 


Pour de plus amples informations concernant revaluation du systeme d’information 
de jeu Pan Europeen (PEGI), vous pouvez consulter: 

Para obtener mas informacion sobre el sistema de calificacion de juegos (PEGI), 
por favor visite: 


Per ulteriori informazioni sul sistema europeo di valutazione delle informazioni del 
gioco (PEGI) vi preghiamo di visitare: 

Fur weitere Informationen uber das europaische Spiel-lnformationen Bewertungs- 
System (PEGI) besuchen Sie bitte: 


http://www.pegi.info 
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